The Water Cycle
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Cut out the spinner, arrow and markers.
Glue them to a piece of thick cardboard.

Stick a pin through the dot on the arrow angl
into the center of the spinner.

Color the markers and tape a penny to the
back of each one :

You are ready to play!!

Rules

Beginning: place your marker in the
clouds. You must spin a “Q” (single drop)
to leave the clouds and enter the Water
Cycleon .

Turns: Take your turn by spinning the
arrow and moving forward the number of
water drops shown by the arrow.

Special Instructions: when you land on a
dark water drop%, follow the instructions
on.the board for that drop. number.

Ending: you must spin the exact number
needed.to fand on . The first marker to

complete the Water Cycle is the WINNER!//
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